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INTRODUCTION 


Videogames have entered the next generation! The arrival of Super Mario Kart 64 on Nintendo's flagship console, the 
Nintendo 64, heralds the beginning of a wonderful new era for racing games. This is a prime example of what can be 
achieved with the new Nintendo technology, if programmers and developers put their minds to it. 

Up to four players competing simultaneously, 16 beautifully crafted courses, a special Battle Mode, and a sur- 
prise for those skillful enough to make it through to the end. This game has all the polish and presentation you expect 
from Nintendo. 

What you are holding is the perfect accompaniment to Super Mario Kart 64. This book contains a “Know Your Kart” 
chapter to introduce you to the game, teach you the skills you'll need to excel at each course, and the cheats hidden 
deep inside. Then follows a detailed breakdown of the pros and cons of playing with, and against, each character in the 
“Choose Your Driver” chapter. Each course is explained in detail, exposing the secret shortcuts and giving you an 
advanced warning of any tricky corners. Then to finish off the book there’s a “Battle Mode” chapter, taking you through 
each of the four battle arenas, and giving essential tactics and strategies to put in place, followed by your prize on 
completing the game! 

It's very rare in the videogame industry that a title has such an effect on so many people. Super Mario Kart 64 
has captured the hearts of gamers all over the world with its highly addictive gameplay, as I’m sure you'll agree. | hope 
you enjoy playing through the game as much as | have. Super Mario Kart 64 Unauthorized Game Secrets will certainly 
help you get the most out of the game. 


ro 
Nis 


Nick Roberts 


CH4pTcR ONE 


KNOW YOUR KART 


IRST THINGS FIRST: Before you start your quest for gold cups in every Mario Kart class, you must 
H master the controls and learn all the tricks of the trade. This chapter will take you through the 
basics, step-by-step, and even let you in on a few Super Mario Kart 64 secrets! 


DEFAULT CONTROLS 


Control is important in a racing game—without it you’d just smash into the wall! Here are the default controls for Super 
Mario Kart 64. You can select your own, but these are the ones we recommend: 


Direction: The Analog Joystick 
Accelerate: A 

Brake: B 

Select/Use Power-Up: Z 

Jump, Drift: Right Shoulder Button 
Pause: Start 

Change Perspective: C (Up) 
Change Screen Layout: C (Right) 


GAMEPLAY BASICS 


If you want to win the coveted gold cups, you must learn to get the most from your kart. The other racers’ vehicles are 
just as powerful as yours, so the only way to win is to make better use of what you've got. Here’s a guide to the tactics 
you need to get into the front, and stay there. 


STEERING 

Fans of the Super Mario Kart 64 game often find the analog stick 
tricky at first, hopelessly oversteering on corners. When they get 
used to it, though, the gameplayers generally find it much more 
to their liking. The extra control it offers allows for more intricate 
turning. This is essential when you are, for example, dodging 
the trees on Noko Noko Beach. Familiarize yourself with the 
analog stick as soon as possible; it pays dividends on the more 
complex tracks. 


REVERSING 

Down on analog joystick + B 

If you get stuck in the $cenerypunable to turn back onto the’ 
track, you must reverse before rejoining the race. To do this, | 
press. B and push the joystick Down. Remember, when. 
reversing, your steering is also reversed. Pushing right will 
-point your vehicle to the left—and vice versal 


JUMPING 
Right Shoulder button 
Hit-the Right Shoulder button to perform a little jump, the 
word “BOING!” will shoot out from underneath the kart. This 
is great for cornering—a series of taps on the button as you 
take the bend enables you to corner at much higher speeds. 
It's a tricky skill to master at first, but it offers a huge advan- 
tage on tight bends. 

You can’t jump over a shell or banana skin, though, so 
don't even try. 


HARD CORNERING 

A + B + analog joystick 

By pressing buttons A and B together while steering, you 
can perform a much harder turn, or steer your characters 
around to position them. This is an easy trick to master, 
but you lose speed on the bend. It’s not as fast as using 
the jump trick, but faster than bouncing your car off a wall, 
or driving it over a cliff or bridge. 


ADVANCED DRIFT TECHNIQUE 

Analog joystick + Right Shoulder button 

Also called the Mini Turbo, this is a technique to use on long 
corners; it gives your kart an extra boost of speed. As you 
approach the corner, hold down the Right Shoulder button to 
begin a drift. The kart will drift around and you should notice 
the smoke from the exhaust change to the letters V and E. 


Use the joystick to control the kart as it drifts, but most 
importantly of all, make sure you don’t hit anything! As you 
drift the smoke will change from white to yellow, then to red. 
When it turns red, let go of the Right Shoulder button and 
the kart will gain a turbo boost as it leaves the corner. You 
really need to master this technique if you want to shorten 
your race times! 
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SKIP A BANANA varoo IMESUS cD Ol 
Quickly press B while racing t a 

Yes, it’s true! It is possible to skip over a banana skin as you . SEY ip eae 
race over it. Instead of sending your kart into an uncontrollable > > > > b> > > > > 
spin, your character will let out a tiny whistle and continue racing. 
Just hit the B button the moment you hit the banana skin—it's 
as simple as that! 
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POWER-UP 

Z or C (Down) 

After flying through a power-up crystal, press Z or C (Down) 
to select a power-up as you cycle through the power-up win- 
dow, usually located at the top of the screen (unless in multi- 
player mode). Pressing Z again activates, or arms it. You can 
have one power-up active, and store another in the power-up 
window. A detailed explanation of the power-ups follows later 
in this chapter. 


CHANGE PERSPECTIVE/SCREEN LAYOUT 

C (Up), C (Right) 

The C buttons offer a change of perspective, or different 
screen layouts. Pressing C (Up) will toggle between a 
far-out view of your character and a close-in view. The 
far-out view is best used when you need to see what's all 
around you—when you're unsure of the course, or need 
to know who’s coming up behind. The close view simply 
Fig. 1-2. CLOSE VIEW looks cool—you can see the action in more detail. 


Ea 
Fig. 1-5. THE CHASE 


Fig. 1-3. THE MAP Fig. 1-4. THE SPEEDOMETER 


Pressing C (Right) will toggle between a map showing all the players’ positions, with yours depicted as a small kart; a 
speedometer to see just how fast these go-karts go; and a layout where icons of each character run around the screen show- 
ing their relative positions. The checkpoint is in the top left section of the screen, so you can also tell how far you've got to go! 
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PICK UP A.POWER-UP! 


What sets Mario Kart apart from your.average racing game is the fact that you can pick up power-up crystals as you 
race around each course. There are multiple pick-up points, usually locatedat strategic points on the track. As you 
race, the computer selects a power-up for you at.random. 

There are 14 different power-ups in the game. Some are more useful than others, but all are worth having if you 
use them properly. Smash a power-up crystal, and a small window appears at the top of the screen. Press a power- 
up button (Z or C) to activate or arm it, as appropriate. 

You can only hold one power-up in the window, but you can race with one power-up on the kart and one for back- 
up. Shells, bananas, and fake crystals can all be trailed behind the kart as you store another power-up in the window. 

The functions of the power-ups are as follows: 


SINGLE GREEN SHELL 

Press the Z button to fire a green turtle shell 

forward, causing a crash for anyone hit by 

it. Hold Down on the analog joystick and 

press Z to fire a green shell backwards. It 
isn’t guided, but bounces off walls and back onto the tracks, mak- 
ing life difficult for those nearby. Careful—you can hurt yourself 
with it as well. The speed of this, as with all shell weapons, 

_ depends on the speed of your kart, so make sure you're moving 
quickly when you fire. 


THREE GREEN SHELLS 

Pressing the Z button first arms the shells, 
which appear in a ring around your kart. 
Pressing it again fires one of the shells for- 
ward; it rebounds around the track until it hits 
someone. If others bump you while the shells are spinning, they 
crash, costing you one shell. Also, going over a banana skin or fake 
power-up crystal takes one shell, but saves you from crashing. 


SINGLE RED SHELL 

This shell is similar to the single green shell, 
but it’s able to home in on the character 
immediately ahead of you. It’s not great at 
negotiating corners, though, and hasn't got an 
infinite range. The red shell is best fired when you're closing in on 
your foe along a straightaway. You can't fire a red shell backwards. 
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THREE RED SHELLS 

The triple red shell power-up acts just like the green shell 
equivalent, only with homing capabilities. This is a very useful 
power-up, protecting you from attack while the shells are spin- 
ning, and making an effective weapon when needed. 


SPIKED SHELL 

This awesome weapon is extremely rare. It's similar to the sin- 
gle red shell, but when it strikes, it crashes the kart without 
destroying itself—instead it continues on, looking for another 
victim until it reaches the racer in pole position. Its homing 
powers are superior to those of the red shells, too. This is a great weapon to use 
against grouped enemies. 


SINGLE BANANA 
F Using this drops a banana skin:onto the track, causing anyone 
A who runs over it to skid. Drop them on corners or near places 
i where you can slide off the edge of the track for maximum 


effect. Push the joystick up and press a power-up button to fire 
the skin forward, over your kart, but make sure you don’t run into it yourself! If a 
shell hits a banana skin, both are destroyed. 


BUNCH OF BANANAS 
Similar to the single banana, but activating the power-up arms 
rather than fires the device. A line of five skins trails behind 
your kart, each released when you press the Z button. You can 
also fire forward, just like single banana skins. Like the triple 
shells, when armed the bananas no longer appear in the power-up window, allow- 
ing you to grab another power-up. 

Bananas armed but not dropped won't protect you from being hit by a shell or 
running over a fake power-up crystal. 


INVINCIBILITY STAR A 
This is a power-up with a time limit. While the invincibility stariSus 
active your character glows, you become invincible, and your 
speed increases. Hit other characters and you'll crash them, but 


concentrate.on. making ground by. cutting corners rather-than 
taking out other drivers. Once activated, the star lasts for 10 seconds. 


KNOW YOUR CART ? 
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LIGHTNING 

Activate this Jittle number and, for a limited time, the other dri- 

vers shrink and lose speed. While small, any contact with other 

karts causes them to crash, and you can squash them flat if you 
run over them! The power-up affects all karts other than your own (unless they 
already have an invincibility power-up active), so you have a big speed advantage. 
The best time to use the lightning is when a driver is about to make a leap. Chances 
are he won't have enough speed to make the move and will fall! 


FAKE POWER-UP CRYSTAL 
This power-up. releases a false power-up crystal onto the track. 
The fake crystal is identical to the standard one in every 
respect, except the question mark is inverted. Run into it and it 
explodes, sending your kart flying into the air. The best place to 
drop the fake power-up crystal is on narrow bends, where it's difficult to avoid, or 
(especially in multi-player games) near genuine crystals to confuse your foes. Better 
still, release it when someone's right on your tail and has no chance of avoiding it. 

If you're leaving it as a trap, remember where you put it—you're not immune yourself, you know! 


GHOST 

Use this and you are, for a while, invisible, and the power-up win- 
dow selects another power-up at random. You appear shaded on 
your own screen (you could hardly drive an invisible car), but 
disappear from everyone else’s. You're also immune to 
bananas, missiles, and lightning. The invisibility lasts for around 20 seconds. 


SPEED-UP POWER-UPS 


There are three categories of speed-up power-ups and each has the same effect. 


SINGLE MUSHROOM 
This offers a short burst of speed, a sort of turbo boost. It doesn’t last long, but it's useful for passing 
tricky foes. 
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THREE MUSHROOMS 


This is the same as the single mushroom, but can be used three times instead of once. 


GOLD MUSHROOM 

When activated, the gold mushroom remains in the power-up 
window for 10 seconds. Press the Z button while the gold mush- 
room is active for a burst of speed. There is no limit on the number 
of boosts available, but if you hit the button before a boost has 
finished, you choke the engine and lose speed. 


FINDING THE APEX 


Like a Formula One or Indycar driver, you must find the racing line and stick to it to 
keep your lap times as low as possible. As the other karts are just as powerful as your 
own, you won't get ahead without superior cornering. 

The racing line is, in short, the straightest way 
through the bends. On a single turn, stay on the out- 
side as you approach. Drift inwards, taking the bend 
on the inside, then drift back out to the outer lane again as you come out of the bend. 
Remember, we said “drift’, not “swerve’—the idea is to straighten the curves. 

On a fast double-turn like the one shown, again take the straightest route. Stay 
on the outside approaching the turns, drift in as you take the bend, then do the same 
for the second turn. The straightest route is always the fastest. 


TAKING A SHORTCUT 


There are several shortcuts to choose from during the races. These cut out large areas of track, but are difficult to 
achieve. It’s really only worth taking a shortcut if you’re confident you can make it. 
Details of each shortcut are offered in “The Courses” chapter. 


AGGRESSIVE DRIVING 


Nice guys finish last. If you are going to win the elusive gold cups, you have to use’every 
trick and tactic at your disposal to make sure your foes finish behind you. This is even 
more satisfying in multiplayer mode, when you see the guy sitting next to you wince as 
his car takes a tumble. There are several cheap tricks to use—remember them and use 
them well. 


e On your last lap, if you.grab a useful power-up, save it until you’ve nearly finished. 
-For example, if you use a shell, a star, or lightning half-way around, your foes have 
time to recover before the end'of the race. Not so if you blitz them as they charge 

_ for the line. Also, one of the various mushroom power-ups could be just what you 

_ need to catapault yourself into the lead almost on the line, leaving your foes no 
time to destroy youwith a power-up of their own. 


e When charging toward a group of power-up crystals, crack open as many as you 
can on your way through. You can only use one yourself, of course, but a smashed 
crystal takes a few seconds to regenerate. In that time, no other character can 
grab it. By swerving through the crystal crowd, you could (and hopefully will) 
deprive a driver behind you of his. power-up. 


e Sending your opponent over a precipice, into a river, or at least off the track is 
incredibly satisfying. There are several ways to achieve this. A well-placed banana 
skin can make it virtually impossible to take a tight bend without skidding off the 
track. Bananas placed near a fall can be particularly hazardous, especially when 
the kart is expected to jump a gap. Shells can be used in the same way, causing 
a player to lose control at the most inopportune moment. The lightning power-up 
can be used just as a foe is about to jump, causing him or her to lose speed and 
‘possibly fall. 

Avoid nudging your foe into trouble, though. Unless you've used a star or lightning, this often causes more trouble 
for you than for the other racers. ; 


TIME ATTACK MODE 


If you’re having trouble with an individual track, prac- 
tice it in Time Attack Mode. This feature allows you 
to race the course with no other cars on the track. 
With no distractions you can really drive to your lim- 
its and perfect each bend and hazard, enabling you 
to enter a polished performance when you compete. 


THE GHOST KARTS 

Once you've raced one course in Time Attack Mode, 
racing it a second time will make a mysterious rival 
appear. This is you—on your last race. You can now 
race against this “ghost” version of yourself to improve 
your lap times and finely hone your driving skills. 

If you record an excellent time in Time Attack 
Mode, a special ghost kart will appear. This kart will 
drive absolutely perfectly all the way around the track, giving you something to aim for. The ghost karts can be saved 
into a Nintendo 64 Controller Pak so you can play them on your friends’ consoles. 


IF ALL ELSE FAILS—CHEAT! 


There aren't a huge number of cheats for Super Mario Kart 64, but the few that are here are really rather nifty. 


FAST START 

To rocket off the starting grid like a bullet from a gun, press the accelerator as the sig- 
nal changes from red to blue. The closer you get to pressing the accelerator, the faster 
you leave the grid. If you're starting from the back of the grid, be prepared to steer 
right or left very quickly to avoid a collision with the characters in front. Be warned 
though, pressing too early will cause your kart to wheel-spin on the grid and guarantee 
you eighth place! 


MIRRORED COURSES 

Win a gold cup at 50cc, 100cc, and 150cc on each of the courses, then reset your 
machine. The title screen will now be different. In GP mode a new option has been 
revealed (it's beneath 150cc)—race the tracks in Mirror Mode! This is a nightmare on 
the Kinopio Highway, where you race against the flow of traffic! 


CH4pTcR TWO 


CHOOSE YOUR 
DRIVER 


HERE ARE EIGHT characters to choose from in Super Mario Kart 64. They’re all stars of previous 

Mario games, from the dastardly Wario to the beautiful Princess Peach. You need to adjust your 
playing style for each character, and this chapter-will give you all the information you need to make the 
most of every driver. 
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RACING AS MARIO 

Mario is Nintendo’s mascot character, and to many he is the face of videogames. It then comes as a surprise to learn 
that he’s far from being the fastest, strongest character in Super Mario Kart 64. In fact, even in the original Super 
Nintendo Mario Kart the little Italian plumber was one of the weaker characters. 

He's a good character to select if you 
are a Super Mario Kart 64 beginner, 
though. His middle-of-the-road antics 
won't tax your game playing skills too 
much, and you can still achieve pole 
positions if you control the little guy cor- 
rectly. Mario is reasonably good at all 
aspects of racing, but excels at none of 


CHOOSE YOUR DRIVER 


Being a middle-weight character, Mario can accelerate quite quickly, but his speed levels out, leaving the other 
characters an easy job to keep up. You need to watch which characters you pick a fight with as you race, too. In a barg- 
ing match, Mario can easily be victorious against Kinopio, Peach, or Yoshi; take on Koopa, Wario, or Donkey Kong on 
the other hand, and you'll certainly have a tough fight! 

As Mario doesn’t have too much weight behind him, his turning ability is good. You can take corners at top speed 
at 50cc and 100cc ratings without any fear of spinning. Take him to 150cc though and things will become tougher—but 
then most characters spin on sharp corners at 150cc. 

He may not be the best—but it’s his game so he deserves to be played! 
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RACING AGAINST MARIO 
Mario is one of the deceptive characters in the game. You think he’s a = 
good guy as he spends his time rescuing the Princess and thwarting kaare ceee e -soeseeneneenebenninneensen 


evil, but he can get quite hot under the collar when he needs to be! He'll F s Fa 
accelerate away from the starting grid way ahead of the heavier char- a > 


acters, but you can soon catch up to him as his speed peaks. 
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MARIO'S HOME COURSE IS. .. 


Mario Circuit 
With all the familiar landmarks of a Mario game (green pipes, Venus-fly-traps, and red and white spotted mushrooms), 


the Mario Circuit is a Mario lover's delight! It's an asphalt course, so Mario’s top road-holding and acceleration abili- 
ties can be put to good use. Ss 
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RACING WITH LUIGI 

Mario’s brother doesn’t appear too often in Nintendo games—he was sadly missing from Super Mario 64, even though 
his presence was rumored. He is a slightly smaller version of Mario (you can tell which brother overdid it on the pasta 
sauce in their house), and he’s dressed in green rather than the familiar red and blue. In all other respects, Luigi is 
almost identical to his older brother. 

Just like Mario, Luigi is a good all-around character to choose, with decent top speed and acceleration ratings. He 
is slightly lighter though, you can see this 
small difference when Mario and Luigi are 
neck-in-neck. Luigi will always manage to 
pull away. The younger Mario brother has 
above average turning ability too. He can 
take corners at one hell of a pace and still 
manage to come out of them in one piece. 
Add this fact to his speed and accelera- 
tion and you've got yourself another 
exceptional character for beginners and 
advanced players alike. 
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Having a similar build to Mario also means that Luigi has the same problems when a race turns rough. The larger 
characters like Donkey Kong, Wario, and Koopa really push their weight around, using.it to gain an advantage. Of 
course, Luigi can do the same to Peach and Kinopio but you must be careful who you go bouncing into! 
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LUIGI'S HOME COURSE IS... 

Luigi Circuit 

This is the first course of the game and the simplest to finish 
in pole position. The Luigi Circuit has a perfect straightaway 
for overtaking, followed by a long S-bend that takes the race 
through a lit tunnel. Race it with Luigi himself and you'll soon 
be zipping over the finish line! 
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RACING AGAINST LUIGI 

Luigi may not be the fastest character 
in the game, but he gives anyone a 
run for their money! He’s better suited 
to the asphalt tracks where his accel- 
eration and cornering are put to good 
use. A computer-controlled Luigi 
tends to concentrate on building up 
speed rather than fighting it out down 
the pack, so if you see him steaming 
away, use a well placed shell to stop 
him in his tracks! 
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RACING WITH YOSHI 
He doesn’t say much, but Yoshi is one of the finest characters in Super Mario Kart 64. Having been elevated from 
being only Mario’s trusty steed in the Super Nintendo Super Mario World, Yoshi the dinosaur now gives his former 
master a real tough challenge. 

His top speed may not be the highest possible, but with four-out-of-five ratings for turning ability and acceleration 
he’s a first class character, second only to Wario. The two are very similar in many ways, with Yoshi being just slightly 
smaller. If you're playing a multiplayer 
game and someone chooses Wario, 
you've basically got to go for Yoshi to 
be in with a chance of winning. 

Because of his smaller size, Yoshi 
does tend to get knocked around 
quite a lot by the larger characters, 
and all he can muster in response is 
a brief bleat! Of course, Yoshi can in 
turn take out his rage on the likes of 
Toad and Peach! 


Try to avoid confrontations when in Yoshi's shoes, the little guy is a kind-hearted creature, with a placid temperament. 
Instead, concentrate on getting a good lead using fast starts and Yoshi's excellent acceleration, then keeping the lead by 
holding the corners well. 


RACING AGAINST YOSHI 

Yoshi. isn’t the sort of character to 
attack you from the starting grid. If he 
does knock you flying it will probably 
be an accident rather than a mali- 
cious effort to take you out of the 
race. You'll need to finely tune your 
driving skills to keep up with him on 
the more rugged courses though. 
This is where he excels, and that's 
why his home course is one of the 
toughest in the entire game! 
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YOSHI'S HOME COURSE IS... 

Yoshi Canyon 

What a nightmare! Yoshi's good turning ability and acceler- 
ation make him the perfect choice for Yoshi Canyon. The 
course's twists, turns, and impossibly thin pathways are a 
real challenge, even to the greatest Super Mario Kart 64 
player—Yoshi will take it all in his stride! 
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RACING WITH KINOPIO 

This little guy has been around in Mario games since the early days of Nintendo, acting as a source of information in 
Mario’s adventures. He’s had various names through the years, but his latest seems to be Kinopio—Toad to you and 
me. He’s the smallest character in the game, and this naturally brings major problems for the little guy. 

Every other driver can get the better of Kinopio in a shoulder budging battle, sending him crashing off into a bar- 
rier or trees. There’s no point in even trying to put up a fight, Kinopio is so light, you'll hardly have any effect! Instead, 
the Super Mario Kart 64 gods have blessed him with top marks for acceleration. Achieving a fast start is easy as 
Kinopio, and you can accelerate 
away from the pack on every course 
you play. Sadly, Kinopio’s top speed 
leaves a lot to be desired, scoring 
only two-out-of-five. This means that 
although you'll take the lead from the 
start, you'll have a tough time hang- 
ing onto it. You'll need to drive to the 
racing line and cut as many corners, 
and use as many power-ups, as you 
can to stay in pole position. 

The little guy's turning ability is 
average, being on the light side the 
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kart can tend to slide on corners as there’s not enough weight to anchor it to the ground. Use the Advanced Drifting 
Technique to overcome this, giving yourself a turbo boost out of every corner you come to. 

His top acceleration (and cute face) make Kinopio a favorite with novice players, but many experts warm to his 
abilities too—preferring a lighter character over the cumbersome Koopa or Donkey Kong alternatives. 


KINOPIO'S HOME COURSE IS... 

Kinopio Highway 

The character with the highest acceleration would have to 
be involved in a road course. The Kinopio Highway is one of 
the toughest in the game, full of traffic whizzing around, get- 
ting in your way. You'll need lightning fast reflexes to avoid 
collisions with the giant tires as you race between buses, 
cars, and trucks. 


RACING AGAINST KINOPIO 
Even on your very first game of 
Super Mario Kart 64 it will become 
apparent that Kinopio can really fly! 
He takes the lead from the start of 
most races, but this doesn’t mean 
he'll be there when you reach the fin- 
ish line. Initially use as many speed 
power-ups as you can find to put 
yourself level with the little guy. His 
low top speed will do the rest, putting 
you into the lead instead! 


‘Acceleration 
Overall Rating 


RACING WITH PEACH 
Her highness is famous for being rescued by Mario in practically every game he’s ever starred in, she could never 
seem to stay out of trouble! Being very delicate and dainty, she’s very light, and this causes major problems for her, 
like Kinopio. 

The light-weight Princess has great acceleration which will put her up there with Kinopio in the lead, but corners 
are tricky when you weigh only a few pounds! She always has to slow down for the corners, unless you want her to 
smash straight into the opposite wall. 
This loses valuable time while the 
other characters stick to the track like 
glue and take the corners tight. Even 
small bumps in the road can make 
Peach drift uncontrollably. You must 
anticipate where these are, and steer 
to compensate for their effects. The 
Wario Stadium course with its lumps 
and bumps is a real nightmare for 
this young lady. 


Princess Peach is only really recommended for the more experienced Super Mario Kart 64 player—someone 
who is looking for a character who will add an extra element of challenge to the game. It’s all too easy to place first 
with a character who has great turning ability and speed, but to do it with these statistics is a real test of skill. 


RACING AGAINST PEACH 
TIMESO OO AHE N) Courses with a traditional asphalt 

surface, and plenty of long straight- 
aways, are where Peach will really 
come into her own. She can acceler- 
ate away on the long stretches of 
track, leaving most characters stand- 
ing. The corners will allow you to claw 
your way back. She'll slow right down 
here, so this is your opportunity to 
strike. 


PEACH’S HOME COURSE IS... 
Peach Circuit r TER OL OPS 
With a stadium topped with a Princess’ tiara and one of the E 
longest straightaways in the game, this course could only 
belong to Peach. There are some nasty corners, which is 
surprising when you consider her lack of turning ability, but 
the long stretch of track with two speed up boosters will liter- 
ally make the Princess fly! 
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RACING WITH DONKEY KONG 

Nintendo’s other big crowd-puller is Donkey Kong. He was actually the main star of the first game Mario ever appeared 
in, along with the Princess, and was then made a worldwide hero in the Donkey Kong Country series. His main fault 
is his size—he’s one of the biggest characters in the game, along with Koopa. 

This size problem shows up in his acceleration. A rating of one-five is pathetic! When all the others are speeding 
away, Donkey Kong and his pal Koopa will be left on the starting grid to take their time. When he has built up his speed 
there’s no stopping this monkey though! He has the highest top speed rating going, along with an impressive turning 
ability too. His weight anchors him to 
the track you see, allowing corners to 
be taken sharply, while keeping the 
kartion the track at all times. 

| recommend Donkey Kong for 
i more experienced players only. To 
- i = $ win with this great hulk of a character 
s if you really need to be able to keep the 
kart on the track at all times. If you 
crash with Donkey Kong, you'll have 
to wait for his acceleration to take 
effect again, while the other charac- 
ters are halfway around the course! 
This can really damage your position, 
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and will probably bring you in eighth every time. Keep him on the track and he'll certainly do the business for you! 

A Super Mario Kart 64 expert can solve the acceleration from the starting grid problem too. Using a fast start 
(explained in chapter one) to turbo boost off the start line, Donkey Kong can be up to speed from the word “Go!’— 
giving a great advantage. 


RACING AGAINST DONKEY KONG 
Although Donkey Kong has a brilliant 
top speed and turning ability, you can 
put him out of the running by continually 
attack him with shells. Each time he 
crashes he'll have to speed up again— 
and with a weight like his this takes time! 
He excels at the courses where others 
slip and slide around. His bulk will keep 
him firmly in the racing line! 


DONKEY KONG'S HOME COURSE IS... 

Donkey Kong Jungle 

The Donkey Kong Jungle is a perfect example of a course 
where the giant ape can do really well. The track is dusty 
making most characters slip and slide around, but Donkey 
Kong can stay firmly on the track at all times. This course is 
great fun to play, and look at, with it's impressive Mississippi 
steam-boat and cascading waterfall—the ultimate Super 
Mario Kart 64 course! 


Acceleration 
Overall Rating 


RACING WITH WARIO 
Mario's nemesis is new to the ranks of Super Mario Kart 64—he wasn’t even around when the Super Nintendo game 
was released. As a newcomer, he’s certainly made an impression. Take a look at his statistics—he’s the best character 
in the game! > 

He has a good top speed, above average acceleration, and a turning ability to make any character jealous—it’s 
for these three reasons that Wario is perfect for novices and experts alike. He may be a little heavier than most of the 
drivers in Super Mario Kart 64, but this 
doesn’t drag Wario down, like it does 
Donkey Kong. Instead, Wario speeds 
off the line, and unlike many of his 
adversaries, Wario can keep his speed 
up too. 

There isn't a single course that will 
cause you problems if you play as 
Wario, he can handle ice, dirt, asphalt, 
and brick surfaces and is just at home 
speeding up the straightaway as he is 
taking corners at top speed. It’s in his 
very own Wario Stadium that he really 
excels though. The lumps and bumps 


around the course don’t cause him to bat an eyelid, when the others are leaping around all over the place—crashing 
into walls! 

Any competitor is going to have a tough job bumping Wario off the course—he can hold his ground and, in most 
cases, give as good as he gets. The only characters who should even dare to mess with him are Donkey Kong and 
Koopa—but even they would have to think twice! 


RACING AGAINST WARIO 
There’s only one way to do battle with 
Wario—from a distance. Arm yourself 
up with red shells, and bombard him 
from behind to take him out for a few 
seconds. You will hopefully gain 
enough time to get ahead of him, and 
well out of the way. His good acceler- 
ation and turning ability will ensure 
that he'll soon be on your tail again— 
so have a few banana skins ready! 


WARIO'S HOME COURSE IS... 

Wario Stadium 

Set inside a giant Motocross style arena, the Wario Stadium 
is one long dirt track. It has jumps on literally every straight- 
away, and lumps and bumps everywhere to put you off your 
racing. This is where Wario is in his element—he can take 
the jumps at speed, and the bumps in the track will never 
take him off his racing line. 


U1 28710 


CHOOSE YOUR DRIVER’ 


Acceleration 
Overall Rating 


RACING WITH KOOPA 

Another arch-enemy of Mario, and the big villain from Super Mario 64, Koopa is in the same category as Donkey 
Kong—he’s large! He would have much more impressive statistics if it weren't for that giant shell he carries on his 
back—but this does have its uses. 

Out of all the characters in the game, Koopa is the best for aggressive drivers. His spikes, horns, and tough shell 
will send any character crashing into the dust at the slightest touch. Knock a few of them around on the starting grid, 
or at corners, and you'll soon find yourself in the lead. Sadly, Koopa’s acceleration is very poor, again due to his size. 
Use similar tactics to Donkey Kong 
to overcome this poor acceleration. 
A fast getaway from the starting grid 
will push Koopa up to speed instant- 
ly, saving valuable time. If you can 
manage to keep him on the track, 
and take each corner perfectly, you'll 
have no problems coming in first. 

| recommend Koopa for expert Super 
Mario Kart 64 players only. Beginners 
will find his lack of acceleration a frus- 
tration, when they should be concen- 
trating on their cornering and learning 
the courses with a faster character. 
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Experts should already have a good knowledge of the courses, and know the tricks to compensate for Koopa’s downfalls. 


Keep Koopa’s speed high, and noone will be able to touch you! 
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KOOPA’S HOME COURSE IS... 

Koopa Castle 

With its jumps, stomping blocks, and tricky timber bridging 
over a lava river, the Koopa Castle is a particularly nasty 
course to do well in. It's suited to Koopa’s abilities though— 
as long as you can keep him on the track. You can use the 
early uneventful passageways to build up his speed, then 
his good turning abilities will help negotiate all the twists and 
turns through the castle corridors. 
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RACING AGAINST KOOPA 
There's one golden rule when racing 
against Koopa—keep well away 
from him! As explained above, one 
touch of his spikes and you'll bite the 
dust in style. As with Donkey Kong 
and Wario, attack Koopa from a dis- 
tance using any weapons that come 
to hand. Get ahead of him and drop 
a banana skin, or attack with red 
shells from behind. Green shells are 
a little more risky—you could miss 
and take yourself out of the race 
instead! 


TIME 00°08" 10 


GCH4pTcR THREE 


THE COURSES 


HE ESSENTIAL ELEMENT in any racing game, the courses in Super Mario Kart are as diverse as they 

come. Regular visitors to the wonderful world of Mario will recognize places like the Ghost House and 
Koopa Castle. And then there are new experiences such as Mario Circuit and Frappe Snowland to come to 
grips with. It’s all great fun! 


LUIGI CIRCUIT 


Course distance: 717M 
A simple course to begin with, the Luigi Circuit is set on a traditional race track complete with advertising banners and 
a tunnel. It has a long straightaway for easy overtaking, followed by. a winding “S” bend where the real battles for posi- 
tion take place. The surface is asphalt, so you are guaranteed a good grip on the road, and even at 150cc you can take 
corners at full speed without worry. 


As you come out ofthe corner, 
straighten up again and steer over to the 
right. Look out for the video screen 
above the entrance to the tunnel if you 
want to see what the folks back home 
are watching! Stay on the right as you 
enter the tunnel for the first time; the tun- 
nel is floodlit and bends around to the 
right. 
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LUGI CIRCUIT 


From the start line you race up to the 
brow of a hill, immediately followed by 
the first batch of power-up crystals. 
Ignore the random selection box for the 
moment, as the first corner looms ahead. 
Keep to the left of the track, taking the 
racing line, and act upon whatever 
power-up you've been given. Always try 
to keep a close eye on your main rivals. 
Then, when you receive a power-up, 
you'll know instinctively what to do with it. 


Over a small lump in the road 
and through the tunnel, you'll;come 
down to the second batch of power- 
up crystals. Smash through these 
and race out of the tunnel, hugging 
the right of the track again. The next 
corner bends left and:is the tightest 
of this course. 


As you exit the bend, move to the left of the track to take the racing line. 
This will save you time and help you reach that coveted first position. If you 
are not in first place, watch out for bananas. This is a favorite spot for multi- 
banana dropping! Yet another set of crystals will be waiting toward the end of 
the bend, so try to use your last one before you get to this point to make best 
use of power-ups. 


Now you're into the home stretch, it’s just a short way to the checkpoint, ready to 
take the next lap. Simple, eh? Three laps of the Luigi Circuit shouldn't tax anyone’s 
game playing skills too much—even on the 100cc or 150cc go-karts. 
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Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


MOH MOH FARM 


Course distance: 527M 


The Moh Moh Farm is a gentle race through the dirt tracks of an old farmyard (“moh” is Japanese for “moo”, you see). 
Cows graze on the grass overlooking the track, and an old barn can be seen nestling in the trees. Being on a dirt track, 
the karts are liable to skid if you take corners too tightly, and watch out for the bridges half way around, and on the 
home stretch! 


The molehills are situated on the right of the track, on top of 
a slope—directly in the racing line. The little critters jump out at 
precisely the right moment to stop you in your tracks—so take 
this corner wide toʻavoid them. After a slight left, the track bends 
right again for another set of power-up crystals on top of a 
Nintendo:logo, burnt into the track. 


KINOKO CUP 


ROU PAOLI EADAR 


Always remember to attempt a fast 
start and put yourself instantly into the 
lead (see the “Know Your Kart” chapter to 
find out how). It’s a simple dash up the 
straightaway to reach the first set of 
power-up. crystals, just before the first 
bend. As you drive through the crystals, 
prepare yourself for the long right bend 
coming up. Halfway around the bend 
you'll encounter your first on-track menace 
of the game—deadly molehills! 


TIME 03°13759 


The bridge is just up ahead, so make sure you're paying 
attention! Line up your kart in plenty of time, and zoom through 
the center—attempting to knock any competitors into the side 
of the bridge if you can! This is a great way of knocking out the 
competition. 


Another set of power-up [tore [=] LAEE 
crystals lies just before the 5 

long right-hand bend. Again, 
try to use up your last power-up before you get here, unless it's something extra-spe- 
cial that you want to save for your grand finale! There are moles galore to the right 
of this bend, just to stop you from taking the quick and easy route around. Stay just 
slightly left once again to avoid them, then fill up on power-ups one last time. 


Another bridge gets in the way now; this time it has 
three gaps you can race through. The checkpoint is just 
up ahead, so try to go through the right-hand gap to put 
your kart in the perfect racing line for taking the check- 
ered flag. Another two laps of this should be no problem— 
just watch out for those darn moles! 


Now total up your score! 


LAP 3 AZ 0050486 
0 
9 points for first place 


6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


NOKO NOKO BEACH 


Course distance: 691M 

Some of the Super Mario Kart 64 courses have some very strange names, obviously influenced by Mario's Japanese 
origin. Many are actually tied in with one of the characters, but the Noko Noko Beach is unique. The race runs on the 
beach, and in the water, around a large rocky island. Of course, water slows you down so it’s best avoided—espe- 
cially as the really deep water will sink your kart! 


KIMOKO CUP 


I PARIOKART 3 


MOKO NOKO BEACH 


Keep to the left of the sand around the first corner, ready to run directly into your 
first batch of power-up crystals. You can take the left or right-hand route around the 
small rock here, but make sure you've committed yourself to one or the other in time 
to steer correctly. An indecisive driver always ends up running into the rock! 


Again, keep close to the rock all the way around the corner, but not too close. 
Part of the rocky island sticks out into the track, and hitting one of these bits will 
undoubtedly slow your kart down, and maybe even cause you to crash! Past a palm 
tree, and through the second set of power-up crystals you'll come to your first ramp 
of the Noko Noko Beach. This one has no real use, except to allow you to practice 
your ramp-driving skills! 


Under the rocky bridge, you come to a series of three ramps, the last one of which 
is a special one. Find out just how special by reading one of the Game Secrets pieces 
on these pages. Following the sand, the track bends right and then does a sharp left, 
with yet more power-up crystals on the apex of the bend. 


Fortunately, the sand now widens out here to provide a good overtaking place, 
before passing underneath more palm trees. Watch out for these—they can be a real 
menace if you don’t chart a precise route between them. Running into them can waste 
vital seconds, and the race! 
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Near the palm trees sits a very long and narrow ramp. Driving up this is tricky, but if 
you can manage it you'll find you can jump directly over the rock and avoid the deadly 
palm trees altogether. There’s also a power-up crystal on the rock for your trouble. 


You'll come to the straightaway through. the 
next batch of power-up crystals. Leading up to the checkpoint are two ramps, with 
a collection of power-up crystals suspended between them. Jump as you reach the 
top of the first and you can easily pick up the extra power-ups you'll need by this 
point. By using the shortcuts, you can guarantee yourself first place on this course 
every time, but even if you choose to play fair, three laps of this sandy island won't 
prove too taxing! 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


KARA KARA DESERT. 


Course distance: 753M 

Keep the train a-rollin’! The Kara Kara Desert actually has a railroad running through the center—complete with a 
steam train chugging its way down it. The track itself is quite simple, but it passes over the railway in two places— 
you've got to stop for that train! 


LUM OKO CUD 


KARA KARA DESERT 


From the start line, there’s a long, drawn out bend to the left which has a set of 
power-up crystals halfway around. Try to keep to the left all the way around this—if 
you are playing against the CPU you can guarantee all the other characters will be 
hot on your trail here. 


At the end of the bend you'll find the first railroad 
crossing. The bells will be chiming and lights will be flashing if a train is approaching 
the crossing, so listen out for these—watch out for that train! If your kart is fast 
enough, or you have a speed boost mushroom you can occasionally make it across 
the track before the train gets there—but if in doubt, don’t do it! You'll waste valuable 
time being placed back on the track. 


oe sees Now comes a gentle bend to the right, followed by the second crossing with a set 


of power-up crystals just before it. If the train didn’t get you the first time, this is where 
itl make another attempt! Again, watch out for the lights and listen for the chiming— 
if you don’t notice either of these, whiz over that track! 


ing curve that follows the railway until it straightens out again. Try not to take this bend 
too tightly, even though you're trying to stick to the racing line. The sides of the track 
slope down towards the railway, and sliding down here is a mistake you don’t want to 
make—getting back onto the road loses vital seconds. 


The track now bends to the left in a long sweep- j TME, 
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Aright, then another left leads to the home stretch, and a welcome checkpoint. The 
best tactics for winning in the Kara Kara Desert are to use. your head when it comes to 
level crossings and don’t cut too many corners—running the risk of sliding down into a 
ditch. Sometimes you can make it through unscathed—but is it worth the risk? 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


KINOKO CUP S0ce 
POMOAT IN AT ICRC? 


KINOPIO HIGHWAY 


Course distance: 1036M 

Do you think it’s easy so far? You ain't seen nothin’ yet! Super Mario Kart 64 has only just been warming you up with 
the Mushroom Cup! Now the real fun begins. The Kinopio Highway is exactly that—a highway. There are cars, trucks, 
and buses whizzing around the place and, being a figure eight, the track crosses over itself, creating a bridge. 


FLOWER CUP 


KIMOPIO HIGHWAY 


The start line is actually in a pull-in to the side of the main raceway, so watch out 
for traffic coming in from the right as you drive off. You can race very close to these 
large vehicles, and clever maneuvering between them is what will win you the race, 
but stray too close and you'll crash. 


: ; ae) vor 1/3 SD SSeaTIMe 00°42 
The batches of power-up crystals are located in small pull-ins to the left of the ES Sap 


main raceway in the Kinopio Highway. To pick one up simply slide your car into the 
pull-in as you drive by, steering back out before you hit the barrier. The idea is to lose 
the least amount of speed while still picking up the power-up. Careful though—you 
can go to all the trouble of sliding into a pull-in, only to skid past all the crystals! 


Prepare yourself for a long bend around to.the left now. This can be a good area 
for taking the lead, by cleverly sneaking between all the vehicles blocking your path. 
If you tightly. hug the barrier, taking care not to rebound: into the wheels of a giant jug- 
gernaut, you can get an advantage over competitors who don’t take this risk. The drivers 
of these huge vehicles honk their horns at you—but that's their problem. 
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As you leave the bend, another power-up pull-in is on the left, so take a lucky 
dip and see what you can pick up! The track now crosses over, and you travel under 
the bridge. Don’t worry about this though—it doesn’t affect the race in any way. 
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There’s a long, welcoming stretch of track now, again with a power-up pull-in on 
the left, where you can do some serious overtaking if you've managed to pick up any 
of the mushroom speed power-ups. Always be aware of the traffic though. There’s no 
point hitting the Action button as you're about to overtake a car or truck—you'll just 
slam into the back of it! 


The track now doubles back on itself in a long sweeping bend to the right. There’s 
nothing interesting on the bend—just the usual boring asphalt and traffic, so attempt 
to keep as far to the right as possible to reduce the distance you have to travel. 

After the final power-up crystal pull-in on the left, you're into the final bend to the right 
and on to the checkpoint. If you're in first position by this time, great! But, if you’re on the 
last lap of the course and can’t manage to pull off a first, it may be better to come in fifth 
or lower. That way you get to play the track again, hopefully learning from your mistakes! 


‘TIME 00°38" 29 
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01°00°55 Now total up your score! 
01°00"24 
Torat 03°01°1? 
9 points for first place 
6 points for second place 
3 points for third place 
1 point for fourth place 
0 points for anything lower—try again! 
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io Highway, but there is one tip that will help you out ofa 
wer-up. become invincible for a short 


FRAPPE SNOWLAND 


Course distance: 734M 

Now here’s a cool course—because it's made entirely of snow! For the most part the track is winding and narrow, but 
halfway around it opens up into a large area littered with some interesting obstacles. The racing surface isn’t affected 
too much by the snow—the karts still respond well to the steering—but the single bridge towards the end may cause 
some problems. 


LIQWER CUD 


FRAPPE SNOWLANO 


Its a mad dash from the start. You go through a tight right-hand bend, quickly followed 
by a left. Because of the narrow nature of the track, the position you grab from the start 
may be where you'll stay until you reach the large open space. The first set of power- 
up crystals is located on the left bend. 


This one’s a bit of a zigzag affair, first winding left, then right, then finally back to 
the left once more. You can jostle for position if you’re close enough to the guy in front, 
but remember that too many collisions with aggressive drivers will cause you to crash! 


As you leave the winding section, the track turns 
into more of a roller coaster than a raceway! A small hill will give you the perfect 
opportunity to find out whether these karts fly! Just hit the Jump button at the top of 
the hill, making sure you keep the kart ina straight line for a comfortable landing. 


As you approach the giant ice sculpture-of Mario in the center of the wide open 
space on the Frappe Snowland; you'll notice small figures standing around him— 
they're snowmen! Avoid a collision with these by carefully picking your way through 
them, slowing down if you have to, or keeping to the far left of the track. One touch 
from a snowman and you'll be out of action for valuable seconds until you're put back 
on the track. 
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The track now winds its way left then right again until it comes to a long stretch 
ideal for overtaking. There’s a set of power-up crystals half-way down this stretch of 
track so hopefully you'll be given a speed-up power-up too! The last major bend is to 
the left, the track doubling back on itself, until you come to the bridge. 


Make sure you take the bridge in a straight line. If you approach at an angle you 
run the risk of sliding off into the icy water down below. Making this mistake will lose 
you serious amounts of time while you're placed back on the track in shame. 


It isn’t going to be easy taking first:position in the Frappe Snowland. So many 
things can go wrong with snowmen popping up from nowhere and karts sliding 
around in the ice and snow. Keep your head, and use your power-ups wisely though, 
and you stand a very good chance. 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


using this sliding method, 
win yourself the race! 


CHOCO MOUNTAIN 


Course distance: 687M 

A teal chocolate lover's delight—the Choco Mountain is, as you would expect, very brown. It starts off with a mad spin 
around the mountain itself, the track doubling back to cross over itself. Long curves then follow, which give you those 
all-important overtaking spots. 


FLOWER CUP 


CHOCO MOUMTAIN 


And they're off! Before you know where you are in the Choco Mountain, the track 
leads off to the right, to encircle the huge mountain. There’s a sharp bend on the far 
side, before the track comes back on itself. The first set of power-up crystals lurks just 
before this first bend, so start stocking up early. 
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A creepy tunnel follows on from the mountain, with the other side only just viable 
through the mist. As you exit, the track leads up a hill with a Yoshi 1 sign to watch out 
for on the right-hand side. When you see the sign, you're about to enter a series of 


= 
tight corners. Try to stay as close to the center of the track as possible and you'll make r y do 
it through with minimal fuss. en 


Your second set of power-up crystals greets you on the other side of the tight corners, 
then a bend to the left which leads into a very long stretch of track. Of course, this is the 
ideal spot for overtaking, so use any power-ups you can lay your hands on to boost 
your speed through this section. 


Watch out, there’s a sharp bend to the left just up ahead, and this is where the 
Choco Mountain gets nasty. You may have noticed the falling rocks signposts dotted 
around the track—well, you're about to experience them firsthand! The rocks fall down 
from the right of the track, and will make pancakes out of any weary driver who gets 
in their way. Watch them as they fall, and steer to avoid them. It's best to keep to the 
right of the track and hug the wall; driving too close on the left will drop you into the 
chasm down below, and delay your race. 


Now, you've got to be very careful as you exit the sharp bend with the falling 
rocks. The two sections of track run parallel, and very close together. If you're racing 
too erratically you can accidentally fall off the track you're on to the bottom one— 
where you'll be racing in the wrong direction! If you manage to do this, turn around 
quickly and get back into the race. 


The final bend goes off to the right, and is followed by three quick jumps to the 
checkpoint. If you can take the first one at a high enough speed, you can clear all the 
others and go flying over the line. You don’t want to crash and hang around here for 
too long, though—you’ll end up with a go-kart on your head! 


TeSa! 

Choco Mountain isn’t a very long course, but with all its twists and turns (and its 
unfortunate habit of letting you fall off the track) it's one of the toughest to play. Make 
sure you hug the wall when there's danger of falling, and you'll do just fine. 


Now total up your score! 


2.2 9 points for first place 
UCE 6 points for second place 
Cm 3 points for third place 


I 1 point for fourth place 
2 0 points for anything lower—try again! 


to be the Choco Mountain. T 
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MARIO CIRCUIT 


Course distance: 567M 

Yet another course set in a traditional race track; this time it's Mario’s and has some interesting obstacles to offer. 
Positioned cleverly on the corners you'll find the Venus-fly-trap plants, a familiar sight from Super Mario World. Hitting 
these will stop the kart dead. And remember the green pipes from Mario’s previous adventures? One of those also 
makes an appearance—in the shape of a tunnel near the final bend. 


é 
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MARIO CIRCUIT 


There's a sharp right-hand bend to start with, quickly fol- 
lowed by the first visit to the power-up crystals. There’s a 
large hill in the way now, so the track ducks and dives 
around this—first to the right, then to the left, before turning 
right again around a giant mushroom. 


The second set of power-up crystals 
follow on, and you're into the only clear 
overtaking spot of the entire course. As 
you race down to the “Mario Go!” sign you 
can quite easily pick off any character with 
a well-timed power-up. 


Now it’s off to the right, around 
the wall, and through the final set of 
power-up crystals on a left-hand 
bend. Try to keep to the racing line 
through the bend, this is especially 
affective if you can keep shells 
spinning around your kart at the 
same time. This way, any drivers 
who try to come up behind you, or 
overtake you, will get a shell in their 
face! 


The huge green pipe forms the 
tunnel for the final section of track. It 
has sloping sides, but sadly you can't 
go sliding up them to overtake your 
competitors. One touch of the side of 
the pipe and your kart will slow down 
to a snails pace—so avoid the sides 
at all costs! 


If you're playing a one-player game, 
you'll notice that the other drivers start to 
become more aggressive as you play the 
Mario Circuit. Three laps of this.will really test 
your driving abilities. Stay out of the’sand and 
cut as many,corners as you can to win! 


~ Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


Time to total up those scores again. There are gold, 
silver, and bronze cups on offer in each of the course 
categories. Your character will take another trip up to 
Bowser’s Castle at the end of the Flower Cup, but from 
a different direction! Congratulations if you won a cup. 
But, if its anything less than a gold—we’re not 
impressed! 


drivers will attempt to _ 
can, because i 


WARIO STADIUM 


Course distance: 1591M 

You just know things are going to be tough for you in the Wario Stadium—this is the place that Mario's arch enemy 
trains for his go-karting challenges. This is, in fact, the second longest course in the game, and it certainly seems like 
it! It's set inside a giant Motocross stadium with a dirt track and lots of high jumps and ripples to cope with. 


STAR CUP 


WARIO STLDIVNE 


Things are tough right from the start line. The first 
stretch of track has four small jumps in it. Depending on the 
speed category you are racing in, your kart will react differ- 
ently to the jumps. On 150cc you can hit the jump button on 
the first small hill and make it over the lot. But racing in 50cc 
you'll travel up and down each hill in turn. 


A long sweeping left bend is your next 2 SS ' 
challenge. Don’t go racing too close to the 7 j ea HME 00) 04°36 


left as you will hit the rocks sticking out 
from the barrier. Instead, take a more cen- 
tral position, ready for the high jump that’s 
just ahead. Always make sure your kart is 
traveling directly forward when hitting a 
jump—any slight angle to the left or-right 
will result in you spinning in the air, and 
landing with a thud! 
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You can guarantee every driver 
will be jostling for position by this 
time—whether you're playing a one- 
player game, or a multi-player with 
friends. If you can edge ahead of 
your rivals on this jump, you'll stand 
a chance of picking up one of the 
power-up crystals down below. If 
you're last in the queue, you'll miss 
them as they take a little time to 
regenerate. 


Another long left-hand bend here takes 
you into a sharp left-right, before another left 
with a set of power-up crystals on it. The karts 
in the game are small enough simply to take 
a straight line through these bends, instead of 
swerving left and right and losing traction. 
You'll pick up vital seconds using this method, 
too! 


“04 


Just the two jumps come into 
view now; these shouldn’t cause too 
much of a problem, but keep your 
kart straight as it’s all too easy to be 
knocked around if you take them at: 
an angle. Slide the kart around to < 
the left as you ma ond 
jump, read n a 


It's another long sweeping bend now (this course seems 
to be full of them), this time to the right. As you leave the bend 
the track rises up, then dips down, and rises again—repeating 
this formation several times. The Wario Stadium track certain- 
ly is a bumpy ride! Try to keep your speed up at all times, which 
will make taking these dips in the track a breeze. 


Smash through the next set of power-up crystals on the corner, then hold on to 
your hat! There are small bumps in the track here, so that no matter which way you 
drive through this section, you're tossed around like an old training shoe! As you drive 
through here, edge your way over to the right. This will make swinging right, where the 
track doubles back on itself, much easier. 


Three more jumps line up in the track around the bend: two small ones on either 
side of the monster jump! You should be used to all this by now, so simply stay in a 
straight line over these before skidding around to the left and into a long stretch. Try 
to pick up some speed before hitting the jumps. If you fail to clear them all, it makes 
getting up the other side so much easier. You'll really notice the karts struggle if you 
ever have an accident at the bottom of a hill—they can’t accelerate up hill too well. 


There's a series of six smaller jumps at the start of the long stretch of track. If you 
look up into the distance as you drive over these, you'll see the stadium's giant monitor 
screen showing your every move to the crowds—how impressive! The track then crosses 
over, although you don't ever notice because there’s a large gap to jump overhead, but 
more of that in a moment. There’s another batch of power-up crystals here too. 


Skid around the next bend to the right, : k TIME 02° 35°23 
and race on, preparing yourself to make a i 
slow right, followed by a 90° right-hand turn. 
Halfway around this you can help yourself to 
another power-up, if you have already used 
the last one. 


Here comes that jump! This is where the track crosses over, only you’ve got to 
use all your speed (and power-ups, if you have any) to make the jump. If you fail you'll 
end up back on the piece of track below, and have to race around the corner for the 
second time! 


The final section of track has lumps and bumps all over it, and a final set of 
power-up crystals to help you out in the last few seconds of your race. A bend to the 
right, followed by a complete 180° turn left, and finally a long left bend will take you 
back to the checkpoint. The 180° turn is tricky, because you'll be going at one heck 
of a speed at this point. Use the hard turning method to spin the kart right around. 


Phew! This is one long track. Three laps of this seem to take forever. It is very easy to get to the end of the second 
and think that you've finished! Don’t stop accelerating just in case your mind tricks you in this way! 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 
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SHERBET LAND 


Course distance: 756M 

Sherbet? More like freezing ice I'd say! This track is one of the toughest so far, simply because it’s set on ice, and 
wheels don’t like turning on ice. You'll have to completely change your driving style to do well here, learning to skid 
around every corner. To make matters worse, the center of the course is a lake, with no barriers to stop you skidding 
Off into it. Do this and you can kiss first place good-bye! 


COTAR CUD 


SHERBET LANO 


The first obstacles you'll encounter in Sherbet Land are the dreaded penguins. These critters are everywhere, run- 
ning along the ice and sliding on their bellies. They make a quiet chirping sound as they putter about, just to fool you 
into thinking they're cute—but they're not! They're deadly creatures who will crash into you without a thought. 

Anticipate where the little masochists are going to slide to next, and steer to avoid their path—it’s the only way 
you're going to place any higher than eighth on this course. 


You've got a decision to make 
now. There's a large rock jutting out 
of the ice in the wide open space up 
ahead. You can choose to go left or 
right. The left-hand route has a 
whole line of power-up crystals to 
offer before you head off into the 
caves, the right-hand route has just 
the one. There's no direction to rec- 
ommend—just make your decision 
early and stick to it. 
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Around a sharp left corner you'll find 
your first batch of power-up crystals. If you 
receive an invincibility star or ghost power- 
up you're in luck. These two are the most 
useful in Sherbet Land. Anything that lets 
these penguins go straight through you 
must be worth its weight in gold. 


Two more penguins guard the 
entrance, to the caves, sliding left and right 
to annoy you! Again, watch their every 
move and zip pastthem when you've seen 
where they're sliding» The caves start with 
a long, narrow passageway where you 
really have to jostle with your competitors 
for position. : 
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TIME 07714707 


The caves then open out into a large cavern. 
This has four rocky outcrops dotted through it, 
and a large group of power-up crystals in the 
center. Of course, more penguins also put in 
appearances. It’s best to stick to the left all the 
way through this cavern, only changing your 
direction to avoid the penguins. As you pass 
the final rock, steer to the right, ready to zoom 
through the exit passageway and back out 
into the fresh air. 


This last ice-track section is the widest in the course, and 
in an attempt to lure you into the freezing water, it has a set of 
power-up crystals on the far-left. You can steer towards these 
if you're in desperate need of a power-up, but make sure you 
skid away from the water again before you drop in. The 
straightaway is just around the corner and you don’t want to 
mess up at this point! 


Its the final corner, and the check- 
point isin sight. It's very tempting to 
attempt to cut this corner by jumping (see 
the Game Secret box), but is it really worth 
it at this stage in the game? You are 
delayed even longer than usual if you fall 
into the Sherbet Land water, because you 
and your kart will come out as a block of 
ice that takes vital seconds to crack. 


We're back to the start! Sherbet Land is 
a tough track to do well on, simply because 
you never know which way those penguins 
are going to go next! Learn to skid around 
the corners and hope for a good dose of luck 
and you'll soon be on to the next course. 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


PEACH CIRCUIT 


Course distance: 1025M 

We've had Mario and Luigi's circuits, now it's Peach’s, or Princess as she’s better known to us English-speaking Mario 
fans. The Peach Circuit is another traditional racetrack with an asphalt surface and giant ad banners around the track 
advertising Mario-style companies such as “Yoshi1,’ “Koopa Air,’ and “Marioro.’ There’s a real treat halfway around the 
course, but more of that later. 


STAR CUP 


PEACH CIRCUIT 


As you shoot off from the starting grid, it’s a long trek 
up the straightaway. Look up as you race here—you'll 
notice a large concrete overpass that casts a shadow 
over the road. This will make the second half of the 
course a real eye-opener! With a slight left bend, you're 
at your first gathering of power-up crystals. 


As with many of the courses in Super 
Mario Kart 64, one side of the track has a 
barrier to bounce you back into the race, 
but the other is open—usually with a lake or 
lava to take you out of the race for good. 
Peach Circuit is no exception. All along this 
section of track is a steep grassy bank. 
Stray onto this and the wheels won't be 
able to hold, sending your driver tumbling 
into the water. Therefore, keep well to the 
center of the track as you skid around the 
sharp corners. 
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Two bends to the right will take you through the trees 
and on to the second collection of power-up crystals. Try 
using the hard turning controls to keep your kart flying around... 
the corners in style, letting go of the brake and accelerator 
buttons when you drive out of the bend. 


TEWAS 


With a sharp bend to the right, the track doubles 
back on itself here, parallel to the piece you've just 
raced. This is an ideal spot for practicing your 
Advanced Drift Technique (detailed in the “Know Your 
Kart’ chapter at the beginning of this book). If you pull 
it off successfully, you'll zoom out of the corner. 


Now it's time for some real 
fun! There are two speed-up 
ramps just ahead—the only two in 
the entire course. They are yellow 
with red arrows, and boost the 
speed of your kart significantly. 
Keep the kart in a straight line as 
you approach them, and make sure 
you've got your seat belt fastened! 
V ched into 


Pick up some more power-up 
crystals on this left-hand corner before 
you go into a simple “S” bend. If you 
have. a star invincibility power-up, or a 
ghost, try cutting the corners from the 
bend by going through the trees and 
over the grass. This is only time effec- 
tive if you have these power-ups, 
though—don't bother trying otherwise, 
there's too much friction from the terrain: 


TIME 0 


If you took the shortcut you will have missed the 
power-up crystals on this stretch of track, but the check- 
point is just around the corner so you don't really need 
them, do you? 


And so, to the home straightaway! If you're on your first or 
second lap, this is one of the best places for overtaking your 
arch rivals. It's the longest straight section of track in the 
game, so you can catch up with most of them using nothing 
but the speed of your character. Watch out for the Venus-fly- 
traps on the right of the checkpoint though—they'll stop you 
in your tracks. : Se í 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


KOOPA CASTLE 


Course distance: 777M 

No more simple oval circuits in this game! Super Mario Kart really comes into its own now with a mad romp through 
the Koopa Castle. Being a nasty guy, Koopa’s home is a vicious kind of place. The track is completely surrounded by 
molten lava, and one wrong move can singe your driver! The course goes completely mad as you race through the 
corridors, and down the stairs of the castle, finishing with a mad dash over a rickety bridge. 


STAR CUP 


The starting grid is located out on the battlements, 
with a healthy straightaway to get you in the mood. 
Before entering the castle walls, there’s a timber bridge 
to cross. Don’t stray too far left or right over here, or get 
into any tussles with your rivals—the lava isn’t kind to the 
Super Mario Kart racers! 


TIME 00° 04526 
Through the archway, you come into the gar- 
dens of Koopa’s home. You can tell he’s a very vain 
guy—he’s got a giant statue of himself in the left- 
hand corner. This statue breathes fire, so don’t 
venture too close to it. Instead, keep to the center 
of the stone track where the first set of power-up 
crystals can be found. 
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Another archway leads into the corridors and 
your first real danger in this treacherous place. 
Remember the stomping blocks from Super Mario 
64? They're famous for crashing down into the ground 
to squash Mario. Well, they do exactly the same job in 
Super Mario Kart 64—only in pairs! There are three 
pairs in this first corridor, and they all move about at 
random. The best way of dealing with them is to take 
a direct route through the center of the corridor, only 
making slight moves to avoid head-on collisions. 


TIME 00411789 


There are even more stomping blocks 
to the left as you wind your way through 
the corridors. Avoid them as before, and if 
you're unsure of the direction to go—look 
for the giant arrows on the walls. A 90° 
right-hand turn followed by a long stretch 
containing further blocks, another right- 
hand turn, and finally the last right brings 
you out of the corridors. 


TIME 00°19"79 You'll now be inside a great hall with blocks on either side 
that slide left and right, and smaller fire breathing statues lin- 
ing the walls. Again, the best route to take through here is a 
central one—the fire isn’t a problem as it's too high up, but the 
blocks need to be avoided. 


Keep your kart steady now—this section of track has the 
_ greatest lava danger of the entire course. It's a rickety, narrow, 
__ timber rope-bridge. There’s nothing to stop you being bumped 
_ Off into the molten lava down below. If you do take a dip, your 
i character will come out covered in charcoal! 

gg ee j 
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A quick right after the bridge and there’s a bumpy ride he jpoTtME 05°17°33 
down the castle steps. There’s no need to concentrate on an : 
keeping your kart in a straight line down here, as long as you 
head directly for the exit. These small karts will quite happily 
ride down the steps sideways, if you've built up enough 
momentum. Look out for the painting of King Koopa on the 
wall, near the steps. 


HTE #4 JJ 46 


Hang a left after the steps; the track doubles back on 
itself and through a passageway lined with small bushes. 
Unless you have either the ghost or star power-ups active 
as you drive through here, keep away from the bushes. 
They will stop any small racing kart dead and seriously 
damage your race time! 


=TiME-36 00" 24 


At the end of this passageway is another sharp right, 
leading over the last timber bridge. Avoid the lava dangers on 
either side and race on under the archway, preparing yourself 
for a very tight left-hand bend around the castle tower. The 
track twists around until you're racing on the archway you just 
passed underneath! 


rap 1/3 TIME 33°11"02 


Keep your speed high now, you're going to need it to clear the 
two horrific jumps over the lava up ahead. The castle battlements 
drop down a level into a large open space with power-up crystals 
at the center. Avoid the wall to the left, just skim past it. Now keep 
to the left again to make the next jump to miss the turret sticking 
up out of the battlements. 


rap 1/3 TIME. 42°18" 49 


Spin your kart around to the right as you get to the wall 
and then you reach the home straightaway. Hit that check- 
point and it’s all over—for this lap at least! Koopa Castle may 
seem like a complete nightmare of a course, but it’s not all 
that long really. It's the random element of the stomping 
blocks and lava that makes it tough. 
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Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


Well done! You've reached the end of the Star Cup. Time to total up the scores again and see if you’ve won your- 
self a shiny trophy. There are bronze, silver, and gold cups to be won—but you always need to aim for a gold if you 
want to unlock the special secret on Super Mario Kart 64! 


YOU ARE AWARDED THE COLD GUR, 


DONKEY JUNGLE PARK 


A jungle racetrack? It could only be the home of that mad ape, Donkey Kong. The Donkey Jungle Park is one of the 
most thrilling and fun courses in Super Mario Kart 64. Its got some breathtaking scenery to watch for, a death-defying 
ride over a rickety bridge, and another of those scary jumps—this time over a river, complete with Mississippi steamboat! 


SPECIAL CUP 


Hang a sharp right from the starting line as the river lies 
just up ahead! Keep to the right of the track and speed up 
along the stretch that runs parallel with the river. The first 
power-up crystals are located halfway along this straight- 
away. The best power-up to hope for at this point is the red 
shell—the more characters you can knock out of the race at 
this point, the easier your task will be! 


As you take the next right-hand bend, be careful. The 
bend ends with a long ramp, rising from ground level. If you 
take the bend too tight to the right, you can end up on the 
wrong side of the fence, and plow directly into the wall! 
Instead, stay left and straighten up as you approach the 
speed-up ramp. 


You need the speed-up ramp here as there’s a very 
large river to cross. Try to anticipate the position of the 
Mississippi steam-boat is as you approach the ramp. If it's 
directly in your path you can run right into it—but this only 
happens in extreme cases. The ramp is a good place to 
move up in race position. If you move your kart slightly to the 
left as you hit the speed-up ramp, you will land on the oppo- 
site side of the river already prepared to continue. If you take 
the ramp in a straight line, you'll be facing in the completely 
wrong direction, and have to spend valuable time turning. 


The race now moves parallel with the river again, and 
the second batch of power-up crystals looms—so either use 
up the one you've got (if you haven't already), or hope that 
luck is with you. An invincibility star power-up is the best one 
to look for at this stage. 


Now you're in the deepest part 
of the jungle. Trees line the roads 
and the track surface turns to dirt, 
meaning a slight loss of traction. If 
you were lucky enough to. be award- 
ed an invincibility star, cut all the | 
corners you can through here— 
you'll save yourself the hassle of the 
tight corners. If you didn’t receive a 
star, don’t worry—the third set of 


Time for some very careful steering now. There’s a 
rope bridge to cross, with only just enough room to take two 
Karts at a time. As you approach the entrance, line your kart 
up with pin-point accuracy. The other drivers will attempt to 
knock you off course, so be prepared to make last minute 
adjustments. If you miss, the kart will bounce back to give 
you a second chance. 


As you cross the bridge, take a glance to the left to admire 
the spectacular waterfall cascading down into the river—but 
don’t admire it for long as the entrance to a dingy cave is just 
up ahead. Slide your kart around to the right, and head for the 
power-up crystals located on the bank. The trick here is to use 
the Advanced Drifting Technique (for more information on this, 
read the chapter called “Know Your Kart’) to skid your kart to 
the left, up the bank, and directly toward the checkpoint. You 
can take the long way around (the computer players do), but if 
you can cheat, why not take advantage? 


You've finished the magnificent 
Donkey Jungle Park. Three laps of this 
should be a pleasure to play, especial- 
ly if you use all the short cuts outlined 
here. Even at 150cc you should give 
Donkey Kong a run for his money, on 
his home ground! 


109" 01. 
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Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


uts without an invincibility 
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YOSHI VALLEY 


It's a long way down! The course may be called Yoshi Valley, but the valley is the last thing you want to visit—it's hundreds 
of feet below the track! For the first time in Super Mario Kart 64, there are at least 10 ways you can travel through the 
course. These tracks pass over and underneath each other, twist and turn back of themselves, creating a giant maze. In 
this guide we'll describe the most direct way through this chaos, while mentioning the alternatives. 


Hit the gas from the starting grid and speed off up the straightaway. When you reach 
the first group of power-up crystals prepare to make a hard left, down toward the start of the 
canyon chaos! The best power-up to help out here is the invincibility star once again. There 
are small spiky creatures roaming around the pathways, but invincibility will save you the 
trouble of avoiding them—there’s enough to think about already! 


You can take the left or right-hand route from the entrance to the canyon, but the left 
one is the most direct. Follow the track along, avoiding the spiky creatures at the junction, 
and take another left into a very narrow piece of track. 


Whatever you do, don’t use any speed power-ups through this narrow section of 
track—that would be suicide! At the end of the narrow section you'll find some more 
power-up crystals. Take the left again and follow the track around in a horseshoe shape. 


Another power-up crystal frenzy later you'll pass a road on the right and head towards 
another fork in the track. This time take the right-hand route, passing over the other track 
to the left. This will lead you into a long stretch of track. Use the barriers to keep your speed up, but avoid going too near the 
open side where the barriers have broken. 


The track curves around at this point, doubling 
back on itself. At one point the two parts of the track 
come tantalizingly close together—but more of that in 
the Game Secret section. Race down the long stretch 
towards the strange white and green Yoshi egg float- 
ing up ahead. 


Eggs break easily, but unfortunately all this one does is idle left and right, cover- 
ing up the entrance to a long rope bridge over the valley. If the egg is covering the 
entrance as you race up to it—bad luck. You'll just have to wait until it moves away 
again. There are two sets of power-up crystals, one on either side of the bridge 
entrance, to keep you busy while you're waiting. If 
you try to be a hero and race through the egg—it will 
squash your driver flat! 
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The end of the rope bridge signals the end of the dreaded canyons and you'll 
come out back on a nice simple track, surrounded by grass. The checkpoint is just 
around the next bend. You can cut across the 
grassy bank to the left if you have an invincibility 
star, but this doesn’t save you much time. 


As long as you stick to the route outlined here, 
and practice keeping your speed high while avoid- 
ing falling into the valley below, three laps of Yoshi 
Valley should be no problem. When playing the 
computer the other characters always seem to choose their course through the maze 
at random, so don’t think they know something you don’t! 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 
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HYUUDORO POND 


| bet you're wondering what a Hyuudoro is, aren't you? Well, there’s no direct translation from the Japanese word, but the 
nearest we get in English is “the sound that a water ghost would make.’ That fits the style of the course quite well. It's set 
inside a ghost house, with a timber racetrack outside and concrete inside. The outside section has water running under- 


neath it, and yes, there are plenty of opportunities to take a dip! 


All the courses up to this point 
have had nice gentle bends in the 
track, with only a few exceptions, but 
the Hyuudoro Pond has some really 
sharp twists and turns—many at 
complete right angles! Before you 
know where you are, you need to 
hang a sharp left, then a right, but 
fortunately this first stretch of track is 
lined with a fence to bounce off back 
into the center of the action. 


rap 1/3 


TIME 00°06" 16 


SPECIAL CUP 


Take another right, picking up a 
power-up crystal on your way, and get 
ready to use the hard-turning tech- 
nique to make the next left-hand turn 
unscathed. This trick is to hold the 
accelerator and brake at the same 
time, while turning the analog joystick 
in the appropriate direction. If you don’t 
use this method here, you'll smash into 
the fence. 


p zar 1/3 [£] TIME 00° 36703 

f - If you're an erratic driver, you're in 

ES trouble on the next stretch of track. The 
fence starts to disappear in places, 


meaning that you've got to drive accu- 


1 ir ee ae ee a s as Mately, or end up in the water below. As 
Sa es ee è f a 


an extra distraction, a giant puffer-fish 
flies over the track on this straight- 
away—obscuring your view for a few 
seconds. To make matters even worse 
the track dips down and back up again 
to give you a roller coaster ride! 


Take the next left corner, through a pack of ghosts, and on to the second batch of power-up crystals. These 
ghosts don’t do you any harm. Again, they're only here to serve as a distraction to the player. They certainly look 
menacing enough though, with big sharp teeth and angry expressions on their faces. 


cap 1/3 |  } TIME 00°51"49 
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Now you've got:to cope without 
a fence to line the track at all! This is 
tricky when you first-encounter this 
stretch, but it does have its advan- 
tages. If you're traveling fast enough, 
or you have a speed-up crystal as a 
back-up, you can cut the corners of 
the track to save time. Simply hit the 
jump button while taking the diagonal 
route over the corners. Tricky—but 
possible. 


Another sharp left takes you to the 
entrance to the ghost house itself{— 
scary stuff! The evil looking “Welcome” 
sign hanging outside the place is a 
taste of what's to come. Speed on past 
this and follow the arrows painted inside 
the house. If you try to be clever and go 
the opposite way, you'll only succeed in 
ending up in the chilly water. 


rap 1/3 TIME 13°47" 28 


Besides the water, the 
other dangers in the ghost 
house aren't ghosts, as you 
might expect, they're bats! 
These little creatures fly out of 
a box as you enter the house. i 
If one of them hits your driver. 4°” 
in the face, he or she will be E 
temporarily blinded and your E 
kart will go out of control: Skid A 
around to the-left of the first 5 4 > 
bat infestation. 
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Now skid right, past another scat- 
tering of bats coming out of an air duct 
up ahead. Use the Advanced Drifting 
Technique once again (explained in 
Chapter One), skidding to the left this 
time and following the arrows. If you 
pull off the drift correctly you'll get an 
extra boost of speed to exit the ghost 
house. 


Hang a right. You’re now on a long TIME 02533577 
: COFLTF-Fi. 
straightaway that takes you down to a A-AhI THEA 


left-hand bend with a set of power-up 
crystals on the other side of it. This is 
the final bend in the course and leads 
you back to the home stretch and the 
checkpoint. How do you fancy another 
two laps of this course? It's tough, 
especially with the fence missing in 
exactly the spot your kart will smash 
into on the corners—but keep practic- 
ing. 


Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


As explained in the main text, the key to getting a fast time on the 
Hyuudoro Pond i sto cut corners where the fence is missing. It’s a highly œ 
e, though. If you get your timing slightly wrong, your 

ater down below, and not safely on the other side 
anted it. When you become confident enough, 
st mean the difference between coming in first 
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RAINBOW ROAD 


Course distance: 2000M 

Like all the Mario games, Super Mario Kart 64 likes to go out on a high note, stretching the capabilities of the Nintendo 
64 to. the extreme. And, although it is surprising that the very last track isn’t a grimly foreboding Koopa Castle, the 
Rainbow Road is very daunting. 


It's difficult to give a step-by-step guide to racing the Rainbow Road. The track is one long, uninterrupted ride on a 
multi-colored roller coaster. It twists and turns, does 360° spins, and has no less than eight sets of power-up crystals to 
smash through. Don’t worry though—hang on tight and you'll get through! 


SPECIAL CUP 


Rainbow Road does seem a little easy at first. It is almost impossible to fall off with 
fences on either side of the track all the way along. However, at the very start of a new 
lap, there is one amazingly steep hill to drive down, or rather, fly over. If you take this 
leap at the wrong angle, you will completely miss the track on the way down. As the 
track is magically suspended in outer space, you will face a long bottomless voyage 
into the unknown! It is also possible to be sent where no koopa, ape, or plumber has 
been sent before if you crash too close to the edge of the track. 


Besides taking your jumps carefully, the other major worry in the Rainbow Road is 
the crazy shark that swims through the transparent surface of the road, ready to gobble 
you up! This can be very annoying, and temporarily put you out of the running for first 
place, not to mention send you flying off the track into orbit. To avoid the shark, use the 
method which works with the stomping blocks in the Koopa Castle. Try to anticipate 
where the shark is going to move to next, then steer to the other side! It's as simple as 
that—but things are never simple when you're racing along at 100 Km/h! 


For the.spectators, the Rainbow Road is a wonderful sight. Full of color and spec- 
tacle. But for the player, the distracting, fluorescent images of Luigi, Donkey Kong and 
the others in the background, not to mention the blurring, disorientating feeling caused 
by the rainbow hill shielding your character from view, can make concentrating a 
nightmare! If, during these moments, you keep your eyes glued to your character, not 
letting them spin out of control, you should come out of the race on top. 


zar 1/3 E TIME 00°22”71 
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TIME 04°58763 


By far the most deadly ingredients in the Rainbow Road course are the size 
and length of it. When you complete the first lap, you feel as if you've traveled 
around the world and back. Therefore, your worst enemy this time is yourself. It is 
absolutely essential to keep your level of concentration higher than ever before, for 
all three laps. One slip up and the first place goes to the Nintendo 64! 


Having said this, it’s also true that the length of the course means you are 
never completely out of the running until the last half of the last lap. No matter what horrors befall you in the early 
stages, don’t lose hope. You can still pick yourself up, dust yourself off, and get back in there, battling for first place. 


S] tar 2/3 Ei TME 03°07" 43 Now total up your score! 


9 points for first place 

6 points for second place 

3 points for third place 

1 point for fourth place 

0 points for anything lower—try again! 


Complete the Star Cup, and you've finished all the main courses of Super Mario Kart 64 The trick is to complete 
each course, winning a gold cup on each. This way you'll unlock a special secret of the game—explained toward the end 
of this book! 


Because of the mammoth size of the Rainbow Road, 
the majority of the power-ups you'll find will be speed 
mushrooms. Use these wisely to get maximum effect. 
Never hit a speed-up on a cor- 
ner; you'll usually bounce off 
the wall and lose speed 
instead of gaining it. Wait for a 
good, long straightaway, then 
go for broke! 


2 2/3 TIME 02° 36°33 
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y then go for broke! 
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CH4pTcR FOUR 


BATTLE MODE 


ORED WITH THE NORMAL COURSES? Then try out the Battle Mode, where you can compete 
against a friend in four specially designed battle arenas. You'll need tactics and strategies to get 
the most out of each encounter—and that’s where this special chapter comes in. 
You can always count on Nintendo to give you the most value for your money in their games—and 
Super Mario Kart 64 is a prime example. When you’ve completed all the courses in the main game, you can 
then have lots of fun with the Battle Mode. 

For those of you not familiar with the Super Mario Kart 64 battle mode, it’s an all-action battle, rather 
than a race. Two to four players can play at once, and each has three colored balloons attached to their kart. 
The idea is to scoot around the battle arena, pick up shell power-ups, and fire them at the opposition’s bal- 
loons. When all three balloons have been burst, the game’s over. The player who retains at least one balloon 
wins. It’s simple, but great fun! 

Here’s a breakdown of each Battle Mode arena, giving the best tactics for survival! 


RED BATTLE ARENA 


The Red Battle Arena takes its lead from the Koopa 
Castle stage. It's a complete circle, surrounded by 
molten lava. There are four large blocks arranged a set 
distance apart, and between these can be found a 
plentiful supply of power-up crystals. 


No matter how many players you've 
got in the game, you will always start off 
a set distance apart. So, if you are play- 
ing a two-player battle, the two drivers 
will start off at opposite sides of the 
arena. The first task then, is to catch up 
with your competitors! The best way of 
doing this is to travel around the arena in 
the same direction as them—attacking 
head-on will only give you a few brief 
seconds before you whiz by. 


Of course, their direction and location will 
change all the time, so keep an eye on the small 
map in the bottom right of the play. area. Each 
player has their own color, so you can home inon =, 
those you-dislike:the most first. ges 
The large blocksřare good for hiding behind, = 
ready to ambush any dumb player who idles by. 
~ Grab a shell and up behind them as they 
pass, choose your mome and let rip with the 
shell, hopefully taking them by surprise. One of 
their balloons will float away! 


You must be careful as you race around in bat- 
tle mode. It’s not only a direct shell hit that 
removes a balloon—you can also be stung by 
slipping on a banana peel,or falling into the lava in 
the center of the arena. Of course, knocking the 
opposition into the lava is a great way of win- 
ning—just make sure you don't follow them in! 


The great thing about Battle Mode is that you can 
play as many rounds as you like, until you get bored! 
You can even change arenas halfway through a game, 
or go through all four before you decide who's victorious. = 


ATER 


BLUE BATTLE ARENA 


Bright and colorful, the Blue Battle Arena is set inside a large 
enclosed square. There are four structures inside the arena, 
each symmetrical to the last, 
and in four colors: green, 
blue, yellow; and red. There 
are also three heights to the 
arena; the base level, then up 
any of the ramps to the large 
open spaces on each structure, then up the final ramps to the smaller top platform. 
These are all linked up with narrow walkways—and you can fall from any of them! 
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Falling isn’t too much of a problem: Although it 
does stun your. character for a few vital seconds, 
you won't lose a balloon, no matter what height you 
fall from. Power-up crystals are in bountiful supply 
here—there are no less than 16 sets to fly through. 
Of course, power-ups are still picked up at random; 
if you get something that’s of no use to you, simply 
use it up and collect another! 


Because of the way the Blue Battle Arena is 
structured, you can often find yourself in a posi- 
tion to attack, even though you're not on the same 
level as your enemy. Sitting and waiting for them 
to zoom under one of the walkways is a particu- 
larly nasty trick. Red shells can be fired from the 
walkway, and will still home in on your adversary 
when they reach their level. 


Green shells, on the other hand, are highly 
dangerous in a battle situation. When you fire off 
a green shell, it doesn’t home in on your intended 
target. Instead it just rebounds off anything that 


GREEN BATTLE ARENA 


This arena looks more like a tennis court than a 
place to do battle with balloons! It's green and 
brown, with various height levels, all linked up 
with ramps. The confusing thing about the Green 
Battle Arena is that there are brown layers above 
the green ones; by looking at the map, you could 
appear to be right on top of an enemy, when 
they're on a completely different level than you! 


Again, the power-up crystals are in bountiful supply—there 
are 14 sets to choose from this time. Sadly, in this arena you'll 
have to forget all the attacking techniques that involve firing a 
shell from a higher level. The top platforms have a barrier all the 
way around them. The only way for you, or your ammunition, to 
travel from one platform to another is by way of the ramps. 


There’s no way of jumping from one height to another, 
except at the very top of the arena, so the game turns into a 
true cat and mouse battle. You really do have to concentrate 
on the small map to find out where your competitors are hid- 
ing out—then head toward them, weapons at the ready. 


With all the platforms and ramps at right angles to each 
other, the Green Battle Arena is another green shell danger 
zone. Any rogue shells will have great fun bouncing from side 
to side, down the long passageways, until they smack you 
where it hurts! Always listen for their pinging sound effect, which 
is when you'll know to be careful! 


BLACK BATTLE ARENA 


Now, the ultimate battle arena in Super Mario Kart 64 is the Black 
Battle Arena. It’s set in a high-tech world of steel and wire mesh— 
and it takes no prisoners! 
Each player has their number 
stamped outside their starting 
archway, and all set off racing 
into the center of the arena. 

Watch out for the hole in 
the middle of this area sur- 
rounded by a small raised 
platform with four sets of 
power-up crystals. Next up is 
a large gray area, with the four numbers stamped onto it; you then 
get four archways, each with a set of crystals that lead to a large 
outer ring of steel mesh with four more sets of crystals, and it's obliv- 
ion beyond that! There are no barriers to stop you from sliding out of 
the arena—this is your main danger. 


The only real way to pick up any speed, and to avoid being shot at 
by your rivals, is to stick to either the inner or outer circle of the arena. 
You can’t jump from one to the other, so don’t even attempt it. If you’re 
a good shot, you can actually fire shells from the outer ring to the inner 
one, or vice versa. This way you can attack your enemies from a dis- 
tance, and save your own 
skin! If it doesn’t work for you 
the first time, try firing shells 
while jumping. This way they 
start from higher up, and stand more chance of making it tothe other side. 

Of course, you can score a few balloons from your rivals by simply 
knocking them out of the arena again. This is easily done in the Black 
Battle Arena, but you must make sure you're ready to hit the brakes to 
avoid falling. Li 
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WHAT'S MY PRIZE? 


O WHAT DO YOU GET for completing every course, on every speed category, and winning golds? This 
short chapter gives you an insight into the delights buried deep inside Super Mario Kart 64. 
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MIRROR MODE 


When you’ve completed every course in the game, winning a gold cup in each speed category, you will be treated to 
the end credits, as well as the usual castle award ceremony. These credits are cool—giving a fly-by of the most 
impressive courses in the game, showing some areas never seen before, and some familiar ones from a new angle. 

When you reach the “The End” screen, you'll have to reset your Nintendo 64 to play again. When you do, you'll 
notice something different about the title screen. It's changed from a scene with Mario, Wario, et al racing toward the 
screen into a side-on battle scene with a brown background. When you select the Mario Grand Prix now, a new option 
will appear underneath 150cc—the Mirror Mode. 

In Mirror Mode, most of the tracks are played backward, so everything you've learned about them so far goes out 
of the window! Of course, the tracks with jumps could never be played backward, unless you could fly, so instead 
these are played with everything mirrored from left to right. 

All the courses will be tricky until z 
you get used to them again, but there’s 
one in particular that is an absolute 
nightmare to play in Mirror Mode—the 
Kinopio Highway. If you remember, this 
course has traffic racing around it. But in 
Mirror Mode you are racing against the 
flow of traffic, and you're both going at 
top speed. A collision with any car or 
truck is disastrous—and you're guaran- TME 00° 22°49 
teed plenty of them. i ; es 

Congratulations on getting this far, fee i uf a= 
and good luck! j z 
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